that support learning

1.2 Features of games
(18)

1.1 Definition (1) 1.3 Designing games (5)
1.4 Other (7)
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Administrative
issues (3

2.2 Relationship to

1. Definition and structure )
curriculum (6)

of games

2.1 Pedagogical
aspects (21)

2. Learning aspects

5.1 Addiction (4)

Digital games be learned through

2.3 What skills can
gaming (27)

24 0Other (4)

5. Problems

3.1 Extent of use (4) ‘

5.2 Ethical

questions (5) 3. Examples and conventions

5.3 Other
(5)
3.2 Practical
3.3 Other (13) arrangements

3.2.2
Group size

(3)

4. Teacher's skill
and role (9)

The number of questions in each category is given in parenthesis after the name
of the category.
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